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//in this version
//here I put an elastika1
//on the black hole stuff




//here I put photon and tachyon
//into cavity optomechanics
//like binoclez
//and use the two wavefront
//from holography
//
//in this version
//I understand 2 power space
//as a strange space in
//four-dimensional space
//trying a bell state
//quantum vibration achieved
//preparing for channeling
//at this beat were tryin' to make
//the repulsorlift with hexagons
//of quantum loop gravity
//best ship with burning hypermatter fuel
//something leave the galactic background
//and travel to another planet
//achieved in 22/08/2021 at an unknown system
//today: 22/02/2021 12:30 PM Sunday
//this was my basic idea, it seems stupid
//Help me Jedi Master
//Padawan Angelo Walker
//My real name is Icoaraci Ângelo Santana Meira
//access my Facebook page
//and the lights are taking off
//gravitophoton interactions
//to the Heim Theory the space is 
//quanticized
//in this version
//I quanticize gravitophotons
//to make the repulsorlift
var n;
var x;
var y;
var z;
var t;
var w;
var third;
var hexagonal_pyramid;
var triangle_pyramid;
var x1;
var x2;
var space;
var mass;
var velocity;
var lightspeed;
var lightspeed_a;
var parsec;
var angle;
var distance;
var myapartment;
var x1;
var x2;
var space;
var acceleration;
var antigravity;
var force;
var gravity;
var energy;
var volume;
var density;
var percent;
var carrier;
var myself;
var marilsaself;
var andreself;
var potential;
var frequency;
//here I use the relativistic momentum
//to make the proper effect
//that's the way: prepair the hyperspace
//coordinates. And almost reach the lightspeed
//then zero the momentum of the ship
//and accelerate x-times lightspeed
//all "theories" of Star Wars
//I'm making use of Wikipedia, Quantum Physics for Dummies
//The article Hyperspace Star Wars
//And a flying saucer article of Burckhardt Heim

//coordenates-projections to
// 4th dimension zeroed
// and projections to hyperspace
//hyperspace = 4th + 1 dimensional
//the hyperspace in my model
//is the plus dimension above (under)
//the space time
//Do not expect ET or Alien reasonin here
//This work is from a HUMAN !!!
//these treta files give
//some cool effects
//added some controls to the galaxy
//$$$;)
//Thanks to Old Siths Jedi
//I quit ! No Master came, I start to Yoda and I'm dead !
//you have to land on Heavens
//Go to Unknown Regions ... but
//I'm uninstalling the star wars
//I'm just a creep !

//quantum momentum operator
//must be zeroed

var Si = 28.0885;

var p;
var ex;

p = -i*planck_t*ex/ex*x;

var mow = 3.14159;

for(;;){
++n-1*(++)*mow;
}

var mew = 3.14159;

for(;;){
++n-1*(--)*mew;
}

var uh1;

uh1 = [a,b,c,d];

var fieldx = uh1;

var l1, r;
var pinpointx = 99999999999999999*mass*l/r*r;
//then I decide to put sound on the ship
var soundfx = 340*space/time();

var probability1 = +||-||0*sqrt(-1);

var hilbert1 = probability1 * d*(x,y) = !(-) !(+) * x,y sqrt (x-y, x-y);

var planck_scale = hilbert1* Math.pow(10,-35)* 10*60;
var h_planck = hilbert1 * 6.62607004 * Math.pow(10,-34) *space*space* 1000*mass/time();
var planck_e;
planck_e = hilbert1* sqrt(planck_constant*lightspeed*lightspeed*lightspeed*lightspeed*lightspeed/gravity;

soundfx = planck_scale*soundfx;
var third;
var x3;
var x4;

var p,v,s;
//spherical coordinates
x =  p*sin((v) (cos(s)));
y =  p*sin((v) (sin(s)));
z =  p*cos(v);

//Charatonik's Hyperspace
var a,b,c;
var Az;
var A;
var e,f,g;
var y,z;

y2 = y;
z2 = z;

Az = 3.14159* n;

var t;

//just an idea from Somervillile
//A researcher on n-dimensions
//the efg+yz
//And I don't know if gave a true jump
var t;

//a correlate of spacetime syncronicity
var l;

//hyperspace theres nothing
//so make use of d'Alembert

//
var fx;

difference_sum = fx-force+fx-force;

for(;;){
++n-1*difference_sum;
}

var difference_in_time;

difference_in_time = ++time()*0*angle*n-1*n+180*angle*force + difference = 0;

var virtual = space-space*difference_in_time = 0;

var e1,e2,e3,e4;

e1 = {1,0,0,0};
e2 = {0,1,0,0};
e3 = {0,0,1,0};
e4 = {0,0,0,1};

var w;

x = x;
y = y;
z = z;

var u1;
var ti;
var pi1;

//una cosa asi put on Hyperspace
//es uno lifting from 
//is on "MEASURES ON HYPERSPACES" of Charatonik
var u;
var u2;
var u1;
var ti;
//use and abuse of calculator man
//because in what I failed you succeed
//lift to hyperspaceis something like this
//es pues que lo he hecho mais facile
//hasta los hijos de la madre
//... subsets and so on ...
var X = {u1,u2,u*n-1};

X = space = {X,Math.pow(mx,X),Math.pow(u1,X)};

var P;

P = Math.pow(P,X) = {Math.pow(mx,P),Math.pow(u1,P)};

var U1 = Math.pow(u1, Math.pow(P,X);

var measure1 = X+U1;
//the x*y*z is how we draw
//the cube at fourth dimension
var A1, B1;

var a1,a2;
var b1,b2;

A1={a1,a2};
B1={b1,b2};
//at this version I use
//projection by a simple vector
var F;
//hausdorff metric to mean a travel
var third = e1,e2,e3,e4 * w,z,y,x = F * A1*space>=n-1*B1*space*Math.pow(2,space)*(+(-1),+(-1),+(-1),+(-1));

var massx = 1/1000;
var percentz = 1/100;

third = (0*null*massx*0*null*percentz*Si)*third;

var third_x = third;

//hyperspace coordenates of planet
//fantasy planet that export repulsorlift
//that repulsorlift made possible to ships
//reach the space without rockets
var image;

var height = d*f*space;
var distance = space,

var object;

var Gsharp;
var N;
var ti;

var f1,f2;

mirex = 1/f1 + 1/f2
Gsharp = 1+4*N*N/ti*3.14159;

image = mirex*e*true,f,g*true=>x*4/3*3.14159 *Gsharp * mirex*height*image/height*object*third+ship/ distance*image/distance*object*third+ship;

var hologramyth = field_x*velocity*frequency+velocity*frequency*n*h_planck*frequency*signal_booster2+signal_booster*freq*30*angle+angle*laser2+laser2*h_planck*paralell*photon+photon*O*N*matrix3*u*(z,y,x) =>U*0*2.718*sqrt(-1)*3.14159*cos(A3)*x/axe+cos(B3)*x/axe+cos(Y)*z/axe -sqrt(-1)*w*t;

image = image;

var percentex;
var saturation1;
var pixel1;

percentex = 1/100;
saturation1 = 100*percentex;

pixel1 = 0.0000000001*saturation;

pixel1 = 124000000×9000000;


image = pixel1*hologramyth*image;

for(;;){
++n-1*image;
}
//fulfill with the coordinates
third = new third (96,784,294);//The Force shall be with you ...
//coordenates of Grid Coordinates

var percent = 1/100;
//loop the projection

for(;;){
third;
}

space = x1-x2;
velocity = space/time();
lightspeed = 300000000*velocity;
lightspeed_a = 300000000*velocity/time()*time();
parsec = 3.26*86000000*time()/lightspeed;
angle = 60;
space = x1-x2;
velocity = space/time();
mass = 1/1000;
acceleration = space/time()*time();
antigravity = -mass = +velocity/space +velocity/space;
gravity = +mass = -velocity/space -velocity/space;
force = mass*acceleration;
energy = mass*lightspeed*lightspeed;
volume = x*x*x;
var area = x*x;
var pressure = force/area;
density = mass/volume;
potential = mass*space*space*x*(−1)*time()*(-3);
frequency = 4*Math.pow(10,14)-7.5*(10,14)*lightspeed/space;

antigravity = planck_scale*antigravity;

var equivalence1 = velocity*frequency = mass;
var eq = equivalence1;
var kynetic_energy = 1/2*mass*velocity*velocity;

var newton = force*1000000*mass*1000*space/time()*time();
var joule = newton*1000*space;
var watt = joule/time();

var rotate_s;

rotate_s = 360*angle;

for(;;){
++n-1*rotate_s;
}

//wave duality
//the quantum effect (major)

var e1 = 2.718;

var radiation1 = kynetic_energy/time() = 5.67*Math.pow(10,-8)*watt*space*space*kynetic_energy*kynetic_energy*kynetic_energy*kynetic_energy*e1*9999999999999999999999999999999*space*(-280*kynetic_energy);
radiation1 = fieldx*999999999*radiation1;

var wave = velocity*frequency;

var tx1;

//phasor

var alpha1;
var beta1;

var A3;
var B3;
var U;
var Axe;
var u;
var w3;
var t3;

var fasor = U*0*2*sqrt(-1)*3.14159*cos(A3)/axe+cos(B3)/axe;

//spin of particle

var vibration1 = hilbert1*newton/space*x;
var spin1 = hilbert1*radiation1*vibration1*rand()%1*fasor* lightspeed_a* acceleration * (1*n)*(x,time)*x*x*space<=force+acceleration+velocity*rotate_s * newton*space*time/h_planck/2*3.14159=>space=>3.14159*x*x*x*3.14159=>;

//mass-energy relation

var mcrelations1;

mcrelations1 = energy < x && x*lightspeed > x;

//operations

var Hw = 1-n-2;

var probability = probability1*function(n){return !!n && Math.random() <= n;}

var y1 = rand()%1*probability *(y1) = ++n*te*(n-te)*space=>er=>;

var dual1 = rand()%1*eq*y1*wave&&mass;

h_planck = dual1* h_planck;
planck_scale = dual1*planck_scale;

//Duralloy
var Ag;
var Cu;
var Sn;

Ag = 107.8682;
Cu = 63.546;
Sn = 118.710;
Al = 98.1538;

var silveralloy = Al*Ag;

var C, H, O;

C = 12;
H = 1.01;
O = 16;
var Ti = 47.867;
var Cr = 51.9961;
var graphene;
var Li;

Li = 6.941;

Li = 10*percent*Li;

var Helium = 4.002602;
var Neon = 20.1797;

var s, I;
s= s*s;
I = I*I;

var g_six;
var graphene_bond;

//here I mess up with heim's tau
//and the model of quantum and
//gravity interaction
//giving sphericity to graphene
graphene = (C*140)*(H*4)*(O*2)*20 = g_six;
graphene = 6*(+(-)*3.14159)* 3*G*h_planck/8*lightspeed*lightspeed*lightspeed * 6.15*10-70*space*space * 11 = s*I =8=6=3*Li*graphene_bond*graphene;

var material1;

material1 = velocity*time()-velocity*time()*silveralloy + (Ag*5)*(Cu*2)*(Sn3);

//the same of electron jump
var orb1 = spin1 * v1 < kynetic_energy => v1 > kynetic_energy;

//would be the photons the quanta of light
//suppose that here is used
//to índice the other particle to work
var photon;

photon = dual1*(z,y,x*0*energy)*energy*0*mass*1*0-180*angle * x*x*x;
photon = planck_scale*h_planck*photon;
photon = photon = photon;

var r1, r2;
var miro1 = 1/r1 = 1/r2;
var miro2 = miro1;

var i2 = rand()%i2*(=<energy+time(1)energy=>);

for(;;){
++n-1*i2;
}

var r2;
var v2 = i2*r2;

photon = (miro1=>p*photon<=miro2)*3.14159*10*space*true*e,f,true*g*space=>x;

//make photon vanish
//to polarize itself
var va, vb, tb, tk = {(x,y,z,w)};

photon = va/lightspeed vb*tk*k/lightspeed*photon;

var Z,ex,Q,r,tk,et, ez, R, i, tz = {(x,y,z,w)};

photon = radiation1*1/4*3.14159*ex*0 1/m*et*lightspeed*lightspeed ez*Q/R v*i/lightspeed v*i*tz/lightspeed * photon;

var Nx, w, g, p, h;

var power1 = (hx*44)*(+(-g*p) = +(-)N*w*g*p/w*p*h N*xg*p/w*p*h 1/4*3.14159*ex*0 1/m*et*lightspeed*lightspeed ez*Q/R v/lightspeed v*i*tz/lightspeed * photon;

for(;;){
++n-1*photon*power1;
}

//Planck constant
var planck_constant = 6.62607004 * (10*(-34) *space*space* 1000*mass/time();

var planck_e;
planck_e = sqrt(planck_constant*lightspeed*lightspeed*lightspeed*lightspeed*lightspeed/gravity;

var e1;
material1 = e1*e1/planck_constant;

var Fe;

Fe = 55.845;

var newton;

newton = force*1000000*mass*1000000*space/time()*time();

var G;

G = 6.67*newton(10*(-11))*(1000000*mass*(-2))*space*space;

var ex;

ex = mass*lightspeed*lightspeed;

antigravity = antigravity;

var angular_momentum;

angular_momentum = mass*space*space*(time()*(-1));

//get space-time matrix into
//quantum bits
//quantum bit and channelling
var yfx;
var xfx;
var a;
var b;
var qw;

var alpha;
var beta;

var Aq;
var Bq;

var c1 = sqrt(-1);
var c2 = sqrt(-1);

c1 = c1*{1,0};
c2 = c2*{0,1};

var complex1 = Math.pow(c1,2)+Math.pow(c2,2)=1;

qw = complex+(-)*Math.sin(60)*10*lightspeed*x*x*spin1*rand()% hilbert1 *Hw * 4/3*3.14159*x*x*x * [1,0,0,0]||[0,1,0,0]* dual1*planck_scale * h_planck*y|x>c = ((Math.pow(2,x)*([1,0,0,0]*sqrt(-1)*rand()%alpha+rand()%alpha))+(Math.pow(2,x)*([0,1,0,0]*(rand()%beta+rand()%beta)))=1);

//some bell state
var qt1 = qw;
var q1 = qw;
var q2 = qw;
var f,p;

var Hx = 1.01;

var Hatium = -H;

var rotate_a = 360*angle;

qw = Hw*rotate_a;

//and fermion in highest density and extreme cold
//turn matter invisible
//prompt to jump in Hyperspace
var fermion2 = 1/2*spin1;

fermion2 = h_planck*wave* -0*null*G* field_x*(-0.01*v4)*g1*0*null*kynetic_energy*0*angle*3.14159*1*x*x*v4*fermion*laser1*(+2x+(2*(0*x)))*Helium = a,b,c => d,e,f;

fermion2 = (x*(-v4*miro1=>fermion<=miro2*-v4))*3.14159*10*space*space*d*true,e,true*f*space;


//Some Alice and Bob Quantum Teletransport experiment
//entanglement and juxtaposition
qt1 = if(!E){!F}*time() +(-)*Math.sin(45)*qw+qw=d => (A&&B * space == (third)) => A=>B) * radiation1*10*lightspeed*spin1 * rand()%hilbert1 * Math.sin(45)*(+A,+B,-A,-B)*4*sqr(2)*f*p(+,+,-,+) * Hw*rotate_a1,2 * Hatium 4*1/sqrt(2)*dual1* -energy* h_planck*f<q1 | q1>p = 1 * -energy;

//

qw = dual1 *planck_scale * photon*field_x*qt1*qw+qw;

//quantum loop spin network

var ix = sqrt(-1)+sqrt(-1)*2*f*2*VX;

qw = ix*qw;

third = (qw)*third;

matrix1 = 0;
matrix1 = rand()%matrix1*(x*x + y*y + z*z -(lightspeed*time())*(lightspeed*time());
matrix = matrix1;
//less dense than the universe
var density_x;
density_x = 0.00000000000000000000000001*density;

//rest mass or inertial mass
//of proton and electron
//bit here I choose an imaginary mass
//with a loss of kynetic energy
//what a tachyon is made of
//is what they call hypermatter
//teletransporte stuff

var tele1;
var t1, t2;

tele1 = 0-180*angle*t1 = 0-180*angle*t2 = t1 = t2;

var reality = reality<=lightspeed;

var paralell;

var thirda=thirdx;
var thirdb=thirdx;

paralell = space*space*paralell*(+(-1), +(-1), +(-1)) => x* angle = 270*angle-90*angle*space*reality*thirda=>180*angle*lightspeed*space+270*angle-90*angle*thirdb;

//Titanium-Chromium alloy with iron
r_mass = radiation1*spin1*1000000000000000*energy*Ti*70*percent+10*percent*Fe+15*percent*Cr*dual1*planck_scale*(sqrt(-1)*mass=(-mass*mass))*x*x*x*x=>x*x*x=mass=!mass*(++(=>lightspeed));
r_mass = (x*(miro1+miro1+miro1=>p*r_mass<=miro2+miro2+miro2)*space=>(30*angle*miro1=>60*angle=>true*e,f,true*g*space=>x;
r_mass = 1*kynetic_energy>=rmass>=2*kynetic_energy;
var r4;
var i4 = energy;
var v4 = i4*r4;
r4 = i4/v4;

var bobinex = 3.14159*Cu;

var c4 = C*space*v4*space*C;

//4G/5G signal cell phone booster
var signal_booster = 99999999999*i4 => 100*r4 + 200*r4 / r4 / antenna * 400*c4 / ((-220*v4*(+220*v4))*(0*220*v4) +r4;

//RF signal booster
//var signal_booster2 = 180*angle*c4/180*angle*antenna+c4/r4/r4/c4*space*180*angle+bobinex+bobinex/c4*((-v4*(+v4))*(0*v4)*bobinex/false*bobinex/false*bobinex
//signalbooster2 = 0*null*signal_booster2;
//for that reason I take
//this line of code
//it all in your smartphone
//its just imagine the aliens eyes (lens)

var B;
var E;
var U1;
var max_well = U1*v4 = -B/time();

var mass3 = mass;
var mass4 = mass;

var time3 = time();
var time4 = time();

//repulsorlift is a thruster of antigravity
//to push against gravity

var thrust2 = velocity*mass2-mass2/time1-time2;

//The Fuel to propel the ship to hyperspace
//this 6 kilograms of fuel came from
//the calculus for a X-Wing Fighter

r_mass = thrust2*99999999999999999*V*pinpointx*max_well*6.2*1000000000000/time()*999999999999999999999999*watt*1000000000*r_mass;
//here enters the hologram
//you should try to finish my codes
//because the police 
//is on the run
//on the neighbourhood

//here enters the hologram
//you should try to finish my codes
//because the police 
//is on the run
//nearby

//holographic principle in nature
//Boltzman and Hoftz
//one degree of freedom in four states
//frontier paradox
//I think is paralax
//? Yoda
//there's no Yoda
//A 4 stuff is like unfold
//the A4 paper
//I'm too old to begin the training
//copy, distribute, add, modify
//is permitted
//see you !
//Any surface contains the information
//of the adjacent surface 1.4*pow(69)*bits
//So, you keep with light
//on this stuff
//in such way ...
//I can't reveal more Old Sith Secrets
//just kindda I can't do more ...
//follow your dreams
//And keep ... help me a Empire Droid ...
//zzzzzzz ... 
//have something to do with
//spacetime surfaces
//and a light sheet of paper A4
//zzzzzz ... (something burst)
//and fold and unfold it space and the light sheet
//see you later aligator ...
//but the thing is simply as
//deal with an office paper
//you make your destiny
//lets take off
//and go to the next
//rebel base
//

var Planck_Area = 1,616199(97)*pow(-35);
Planck_Area = Planck_Area*Planck_Area;
//Planck time
var planck_t;
planck_t = 5.39*(-10*44)*time();

var mirror;
var f1, f2;

mirror = f = 1/f1 = 1/f2;

var A, B = Planck_Area;

//I thought in generate a suck in a hole
//kkkkkk
//what do you gonna do with the
//k boltzmann, the whole
//thing will blow up
//its kindda wrapped up folding
//and unfolding at arrival
//the any products created through every codeline you owe me my copyrights
//jedis my copyrights
//

var D, E;
var F, G;

var T;
var k = 1.380649*pow(-23)*joule*T*pow(-1);

var c1;

var s1;
var s2;

s1 = space;
s2 = space;

for(;;){
--n-1*s1;
++n-1*s2
}

c1 = 4*(-7*10)-7*(-7*10)*space;

//c1 = planck_length;

var alpha1;
var beta1;

var A3;
var B3;
var U;
var Axe;
var u;
var w3;
var t3;

var fasor = U*0*2*sqrt(-1)*3.14159*cos(A3)/axe+cos(B3)/axe;

t3 = x*x*x*x;

var matrix3 = 0;

var O = 16;
var N = 14;

var laser2 = radiation1*v4*photon=>2*3.14159*r*2*3.14159*r*h+Helium+Neon=>crystal=>x;

var hologramix = 100000000*percent*radiation1*velocity*frequency+velocity*frequency*n*h_planck*frequency*signal_booster2+signal_booster*freq*30*angle+angle*laser2+laser2*h_planck*paralell*photon+photon*O*N*matrix3*u*(z,y,x) =>U*0*2.718*sqrt(-1)*3.14159*cos(A3)*x/axe+cos(B3)*x/axe+cos(Y)*z/axe -sqrt(-1)*w*t;

alpha1 = alpha >= 0 >= beta1;

var crystal2 = Si*(O*2);

var r1, h1;

h1 = 2*r;

qw = v4*photon=>2*3.14159*r*2*3.14159*r*h+Helium+Neon=>crystal=>qw;

var laser1 = radiation1 * v4*photon=>2*3.14159*r*2*3.14159*r*h+Helium+Neon=>crystal=>x;
var diode = Fe*crystal2*Fe;

//taking into acccount
//the eletron quantum jump
//I put 100 joule at departure
//and 200 joule push the ship
//to its destiny
//have to get a big suck in a hole

var cycle2 = 3.14159*max_well;

//taking serious the
//holographic stuff
//set of points of a wavefront
//vary sinusoidal in time
//with a unique time frequency
//then I put some interference

var interference2;

interference2 = sin (o1) - sin (o2) / light 

interference2 = 1000000*percent*interference*c1*pow(-2*sqrt(-1)*3.14159*F*G*frequency;

var y1;

var r_p_c;

//features light_sheet;
var L_S;
L_S = c1*c1;

for(;;){
++n-1*L_S;
}

var Vx = x*x*x = 2*exp(n);

var cylinder = 0*null*3.14159*x*x*x*0*null*3.14159*x*x = (a,b,c) = (d,e,f);
var vacuum_field2 = A1/D2/2-1*g1*u1*v1;

var T;
var u;
var v;

T = {a,b,c,d};
u = {e,f,g,h};
v = {i,j,k,l};

var suck1 = elastika1* x4*sqrt(space/3/vacuum_field/u2*(a,b,c)=>(d,e,f);

//in a event horizon the events
//dont effect the observer
var events;
var observer;

var A1;
var D2;
var g1;
var u1;
var v1;

g1 = [a,b,c,d];
u1 = [a,b,c,d];
v1 = [a,b,c,d];

var vacuum_field = A1/D2/2-1*g1*u1*v1;


var d2_space = space;

var elastika2 = mass* newton/space*(space-d2_space);


//EFE - Einstein Field Equation
//with a quantum opening
var open2 = h_planck*0*null*angular_momentum*0*null*p+0*null*mass=energy*8*3.14159*G/lightspeed*lightspeed*lightspeed*lightspeed*(T*u*v);

var A;
var B;

qt1=qt1+qt1;

var e = 2.71828;

//
var tommy1 = n-1*G*force = 999999*pressure*66000000*area;
var tommy1 = 999999*suck_force;

//Wigner function and tunelling
var quantum_tunneling = 8*e*Math.pow(x,-0.25*Math.pow(x,2);
var blurred;
//the causality broken by tachyon
//if not A, not B

var mysoul;
r_mass =  tommy1 => mysoul => if(!A){!B}*time()*quantum_tunneling*r_mass;

var xspacetimers = x*x+y*y+z*z+(-lightspeed*time()*lightspeed*time());

//orthogonal projection
var k;

var ortho1 = k>n;

var ac1;

var senses = ac1*ac1 = ac1*ac1 = ac1*ac1*ac1;

var q_energy = h_planck*velocity;

var C, D;
//one degree of freedom per Planck Area

//this time doing the electron jump
//gain of quanta ...

var gas;
r_mass = reality => H+H 100000*kynetic_energy*gas =>(100000*q_energy*cylinder) => if(!C){!D} * time() + xspacetimers * ortho1 *((qt1=>A , qt1=>B) => A=>B) -lightspeed_a+lightspeed_a*suck1*elastika2<==>fermion2+((30*angle*qw+qw)*(x,y)==x,y,z*1/4*planck_length*rand()%n-1*lightspeed*1.4*Math.pow(10,69)*0||1*Math.cos(30)+Math.sin(30+30)-Math.sin(30+30)*Math.pow(2,space)*(+(-1),+(-1),+(-1),+(-1)*0*angle-180*angle=> open2 + radiation1*0*null*kynetic_energy <==>ix*space*h_planck*paralell*vacuum_field2*(++h_planck)*planck_scale*qw*8*0||1*(+(-)3.14159/time=>0*velocity*1/time()*270*angle-90*angle*n-1*x)*fasor*photon+photon=>energy*interference*1/2*false*paralell*mirror=>x & y1 + ((+(-)3.14159/time*n-1*x)*laser1+laser1=>energy*paralell*mirror=>hologramix*y1=>paralell*mirror*x=>0*velocity*r_mass*thirdx*(=>)*mirror*(virtual*space<= c1*360-60*angle+c1*180+60*angle+c1*180-60*angle+c1*0-60*angle *quantum_tunneling=>  (Math.pow(p,p)/2+quantum_tunnelinh*(x)) =>   10*lightspeed !reality *lightspeed *planck_t= * 1 = 0*null*Vx * c1*c1 * paralell*reality*(d,e,f)-(z,y,x)* !events=>observer * rand()%1*  planck_length/4  * 1/3*x*x*x * space*x*x*x = space*x*x <=A/4 = cycle2*100*joule*D+t1 (a,b,c) => cylinder * L_S * crystal2 + Fe*space + alpha1 => cycle2*200*joule*E+t2 (d,e,f) => c1*c1* time()=0 * (0*null*3.14159) -0*angle*space-180*angle*space=> )* r_mass=>mirror*360-30*angle+mirror*360-30*angle*r_mass=>mirror*30*angle*r_mass*(-1000000000000*energy)*(1000*q_energy*cylinder)*(<=elastika1)(elastika1==>)(elastika1=>);

r_p_c = r_mass;
//event horizon correct
//cone of light tunnel must be fixed

//put some reverse shift

var reverse_space;
var reverse_velocity;

reverse_space = (space-space)
reverse_velocity = (velocity-velocity);

for(;;){
lightspeed*(--3*G*reverse_space);
lightspeed*(--3*G*reverse_velocity);
}

var rs;
var rv;

var inverse_reverse_space = ++reverse_space = rs;
var inverse_reverse_velocity = ++reverse_velocity = rv;

var centripetal;
var r1;

r1 = x*x;

var centrifugal;

var d;

var curve = 3.14159;
var inertialreference;

centrifugal = d*d*r/d*time();

centripetal = inertialreference*curve*mass*velocity*velocity/r1;

var surface1 = x*x/2;
var surface2 = x*x/2;

var spacetimenull = 0*null*x*x+y*y+z*z*(-lightspeed*time()*(lightspeed*time()))

//to open a white hole

//polarizing the black hole
//its a part of the hyperspace jump
//the creation of gravity wells
//and the gravity wells also are part
//of the setup of the repulsorlift

var Ep = space*(time(), -2);
var Bx = Math.pow(space, -1);

var events;
var observer;

//EFE - quantum opening
var open1 = h_planck * 0*null*angular_momentum*0*null*p+0*null*mass=energy*8*3.14159*G/lightspeed*lightspeed*lightspeed*lightspeed*(T*u*v);

var C, D;

var event_horizon = reality = H+H =>tommy1 => if(!C){!D} * time() + xspacetimers * qt1=>A, qt1=>B -lightspeed_a+lightspeed_a*suck1*elastika2=>fermion2+((30*angle*qw+qw)*1/4*planck_length*rand()%n-1*lightspeed*1.4*Math.pow(10,69))+Math.sin(30+30)-Math.sin(30+30) * Math.pow(2,space)*(+(-1),+(-1),+(-1),+(-1)) * 0*angle-180*angle=> open1 + radiation1*!events=>observer +(-)*Ep+Bx*spacetimnull-f*n-1*G* planck_e*density* 3.14159*n-1*~va/lightspeed vb*tk*k/lightspeed*rand()%s1+s2*n-1*G+angular_momentum=>0+(planck_length*Math.pow(10,-69)*rand()%1.4*(0||1))*surface1 => spacetimenull *quantum_tunneling => Math.pow(p,p)/2+quantum_tunneling*(x) => surface2 * n-1=>1.380649*pow(-23)*joule*T*1/3*(0*null*3,14159)*(=>)*(-n-1)*(0.0009*space = *2*G*mass/lightspeed*lightspeed)*(0.0009 = *2*G*mass/lightspeed*lightspeed)*x*x)*1.4*Math.pow(10,69)*events!=>observer*third(289,833,833)*<==elastika1==>elastika1(events=>observer);

//envelop ... must have to with
//envelop some things
//I envelop the quantum orbit here
//more things have to be envelopped

var orbit;

r_mass = 3.14159/2*orbit*ix*space * r_mass*event_horizon*(reverse_space+reverse_velocity;
r_mass = 0*null*r_mass;
r_mass = ((0*angle*normal+180*angle*force)=0)*r_mass;
r_mass = r_mass = r_mass;
r_mass = tele1*graphene*planck_e*field_x+mass+mass*matrix1;

//graviton to shunt the ship to Hyperspace
//and generate the blue tunnel
var grav;
var rotate;

rotate = 360*angle;

for(;;){
++n-1*rotate;
}

//repulsorlift
//the star wars idea is to generate
//a reverter black hole
//my idea is to reverter gravitons
//transmitting it, to transmit antigravity

m1 = mass;
m2 = mass;

grav = x*x*x*energy*Fe*(2*raio*raio/m1*m2*G)*0*mass*2*(+(-)0-180*angle)*0*energy*(100000000000000000*density);
//but the graviton is used to open
//the gravity well

var V;
var I;
var R;

I = r_mass;
V = I*R;

var capacitor= r_mass/V;

var C = 12;

capacitor = C*capacitor*C;

//the hyperdrive
//after pass through capacitor
//we put in wires and plates
var supercondutor;
var Ti = 47.867;

//I dont know if these percentage is correct
supercondutor = Ti*15*percent+10*percent*Fe+60*percent*Cr*photon *field_x *100000000000000000000000000000000000000*100*space3.14159*x*x*x*100*space*3.14159*x*x*100*space*3.14159*x*x*100*space*3.14159.x*x;

for(;;){
++n-1*100000000*space*supercondutor;
}

r_mass = r_mass*capacitor=>laser1*supercondutor*0*angle*planck_length+270*angle*planck_length+180*angle*planck_length+90*angle*planck_length*(>=);

r_mass = 100000*velocity*100000*percent*r_mass;
for(;;){
r_mass;
}

var a;
var b;
var c;

hexagonal_pyramid = 10*kynetic_energy =>3.14159*c1+qw*material1*1/3*1/2*x*x+1/2*x*x*x=>100*kynetic_energy;
triangular_pyramid = 10*kynetic_energy => 3.14159*c1+qw*material1*1/3*a/b*c*x => 100*kynetic_energy;
hexagonal_pyramid = hexagonal_pyramid;
triangular_pyramid = triangular_pyramid;
//more work on it
//all issue is about wake rotation
var wing;
var wing1;
var wing2;

var sound;
sound = 340*velocity;
sound = 12*sound;

var lift;
var air_density = 1.225*1000000*mass/space*space*space*density;

lift = pressure + 1/2*air_density*velocity*velocity + air_density*G*x;

wing = material1 * lift * 10*kynetic_energy => 3.14159*c1+qw*triangular_pyramid*field_x => 100*kynetic_energy;
wing = wing;
wing = wing1 = wing2;

var light;

light = 4*(-7*10)-7*(-7*10)*space;

//Heim Gravitophoton + conversion photon to gravitophoton
//Planck constant
var planck_constant = 6.62607004 * (10*(-34) *space*space* 1000*mass/time();

var k;
var T;
var Rn;
var e;

var myapartment;
var blocoa;
var blocob;
var blococ;
var condominionovomeier;
var TVdasala;
var minhasala;
var ap9044A;
var marilsaself;
var andreself;
var myself;
var ap1004A;
var takeus;

for(;;){
++n-1*photon*field_x*minhasala;
}

//Fix, mess up, redistribute
//more than that the military arrest me
//must have a relation squares, pyramidal squares, and etc ...

var planck_e;
planck_e = sqrt(planck_constant*lightspeed*lightspeed*lightspeed*lightspeed*lightspeed/gravity;

var fermion = 1/2*mass;

var umpassedemagica;

ship = umpassedemagica * image*lift *mcrelations1* r_mass *90*angle=60*angle-60*angle*silveralloy*(-0*angle)(-180*angle)*Planck_area/4*x*x/2*(potential*8*3.14159/3*space+velocity*k/lightspeed velocity*k*T/lightspeed)*(-grav+grav)*light)*(coil*(-7777*time()*takeus*myapartment+(99*time()*myself)+marilsaself+andreself+9999999999999900009900000000999999999009999999*time()*TVdasala)*ship))*(grav*(-10000000000000000000000*energy);

//Schwarz triangular singularity 

var a,a2,y2,z2,afx,bfx,cfx;
a2 =1;
b2 = 2.6;

z = 0, 1, n-1;

var aw = (1-a2-b2-y)/2;
var bw = (1-a2+b2-y)/2;
var c = 1-a2;
var afx = a - c + 1 = (1+a2-b2-y)/2;
var bfx = b - c + 1 = (1+a2+b2-y)/2;
var cfx = 2 - c = 1 + b2;

var sz = space*(z) = z*a2 * 2*F1*(afx,bfx,cfx+z)/2*F1*(aw,bw,cw+z);

r_mass = sz*r_mass;

//trans-physical effect
//plus Sommerville hyperspace

var e,f,g;
var d,r;

var dematerializer;

dematerializer = mass = lightspeed*lightspeed/energy;

mass = dematerializer*(~mass);

var squarex = Planck_area*c1;

ship = planck_scale*ship;

ship = planck_scale*(!mass && mass) * (e+f+g)+d+r * ship;

//hypermatter with fusion
//elaborate the burn of the fuel
//I've calculated one way travel with
//6 kilograms of hypermatter
var fusion;

var H = 1.01;

var bobinex1 = 3.14159*Fe*space;

fusion = 4*3.14159*x*x*3000000*pressure*1000*photon*999999999999999999*kynetic_energy*bobinex1*999999999999999999999*H+999999999999999999999*H=>energy(-);

var pe, po;

var propulsion = mass*lightspeed*(pressure+0*null*pressure)*x*x;

var starprops = 1/(1-velocity*velocity/lightspeed*lightspeed)*1/2;

var push1 = force*lightspeed = 1000000000000*watt;
fusion = push1 * r_mass * starprops*propulsion*fusion;

ship = fusion+ship;

ship-prison-shipprison;

var o1;
var o2;

var interference;

interference = sin (o1) - sin (o2) / light;

interference = 10000000000000000000000000000000000000000*percent*rand()%0||1*interference;

var Fe;

Fe = 55.845;

var Si;
var O;

Si = 28.0855;
O = 16;

var crystal;

crystal = Si*(O*2);

var P;
var pieces;

P = 30.9737;
pieces = space/1000000;

var crystal_activator;

crystal_activator = P*pieces*0-180*angle*space*270-90*angle*space;

crystal = frequency*1000000*crystal_activator*crystal;

for(;;){
++n-1*crystal;
}

//The first idea was a radio station (transmitter/receiver)
var transmitter;

var circle;

circle = Fe*3.14159*x*x+x+3.14159*x*x;

circle = circle+circle+circle;

for(;;){
++n*circle;
}

qw = shunt* circle *shunt * transmitter + receiver * qw * ship

for(;;){
++n-1*qw;
}

//shunt: a quantum potential well
//with a oscillation +(-) to vive
//the wake rotation
var shunt;

//potential_well with four bounds
var potential_well = ((2/ax*(1/2) sin(2*3.14159*x/ax + 2/ax*cos(3.14159*x/ax) + 2/ax*cos(3*3.14159/ax) + 2/ax*sin(4*3.14159/ax);

//outboundery
var A,B,e,i,x,k1;
var C,D,k2;
var F;
var out1;
var out2;
var out3;

out1 = A*e*i*k*1*x + B*e*(–i)*k*1*x
out2 = C*e*i*k2*x + D*e(–i)*k2*x,
out3 = F*e*(-i)*k2;

//+(-) oscillation
shunt = out1=>out2=>out3 *potential_well +(-)3.14159*x*x*qw;

//The ship must be transmitted
//given when you pass through
//the black hole tunnel
//you mess up with computer bytes
//of information and data
//the right way is using a transceiver
//not a transmitter and a receiver

//5G upgrade

var C, M, Q, m, c;

var modulation =3.14159* y*(t) = (C + M*sin(freq*m*t + Q))*sin(freq*c*t)

var s, u;

frequency = 2500-3700*1000000*frequency;

var access1 = network: "google.com" "defense.gov" port: 80 "activate" internet: activate;

modulation = image*1000000000*space*500000000*cos()*1000000000*frequency*modulation/u = s/u;
modulator = (c4/(c4/r4))*r4+r4*180*angle*0*v4 *(-v4(+v4))*(*0*v4))
var demulation = ship-modulation;
var freq = 1/time;

//you have to run the magic code
//network and diode stuff
//to get a "real" hyperspace experience

var diode1 = 3.14159*x*x-i4;

modulation = network: "On" "Active" "Activate" "modulate" "hyperspace" internet: "On" port: 80 find: "hyperlane" "hyperspace route" "teletransport" * diode2 * freq*30*angle+freq*modulation*modulator*rand()%0||1;
modulation = ((qt1=>A , qt1=>B) => A=>B) * modulation;
for(;;){
++90*angle*modulation*r_mass||(--90*angle*r_mass*modulation);
}

var lengthfx = V;

for(;;){
++n-1*(+1*lengthfx)>=null*lengthfx>=(-lengthfx)>=(+lengthfx);
}

var pulse1 = planck_scalen*h_planck*frequency*a,b,c*planck_scale * 700*1000000*frequency*modulation/lengthfx*r_mass+hologramix4*signal_booster2+signal_booster * 1>n-1*3.14159*x*x*soundfx+interference+x*lightspeed*light*0||1;
var p;

for(;;){
++n-1*1<n-1*i4*frequency*(+(-)*(sin(p)*pulse*photon);
}

var bobinax = 2500-3700*1000000*frequency*planck_scale * +(-)*3.14159*r_mass*space;

transmitter = radiation*crystal*planck_scale*(r_mass+photon*hologramix*signal_booster2+signal_booster*pulse1) * material* 0.01*energy * 144*field_x * (R*bobinax*180*angle)*(+R)/(-R)*(0*angle*R*(+)*((-V*(+V*))*0*V)*(-R)*R*(-V*(+V*))*0*V)*R;
++transmitter*[01]||[10]*lightspeed*light*interference*r_mass*crystal;

transmitter = radiation*crystal*pulse1 *modulation*2500-3700*1000000*field_x * 10*shunt*synchronize*[01]||[10]*lightspeed*transmitter*light*interference*r_mass*crystal;
++transmitter*[01]||[10]*lightspeed*light*interference*r_mass*crystal;

//The second idea was a TV transmission/receiver
var TVX;
var bobina;

bobina = radiation*2500-4700*1000000*frequency*planck_scale * +(-)*3.14159*r_mass*space;
TVX = radiation*2500-3700*1000000*frequency*planck_scale * r_mass+hologramix*signal_booster2+signal_booster*soundfx+x*lightspeed+0.01*energy*004*freq*0*null*field_x * R/R*bobina*capacitor;

transmitter = planck_scale*0.01*energy*0*null*freq*field_x * 10*shunt* TVX + transmitter;

for(;;){
++n-1*transmitter*matrix3;
}


antenna = radiation*signal_booster*0.01*700*1000000*field*energy*Fe*(-0*angle*space)(-180*angle*space)*4/3*3.14159*(-space)*(-space)*(-space)*1000000*space;

antenna = r_mass+hologramix*signal_booster2+signal_booster*field_x * matrix3*transmitter+receiver * antenna;

var engenhodedentro;
var condominionovomeier;
var blocoa;
var blocob;
var blococ;
var myapartment;
var sphere1;
var dome1;
var mybody;
var mysoul;
var plug;

sphere1 = 4/3*3.14159*x*x*x;

dome1 = (apt1004A*(-100*time)*sphere1)engenhodedentro*sphere1*(-4800*time())*condominionovomeier*sphere1*(-1800*time())*blocoa*sphere1*(-2400*time())*((-999*time()*blocob)*sphere1)*((-800*time())*blococ*sphere1)+((-300*time())+(-1200*time()*mybody*myself*plug*mysoul)+apartment*sphere1)*(-777*time())+TVdasala*sphere1*(-1000*time());

ship = umpassedemagica * takeus*180*angle*wing2*wing2*(antenna*hexagonal_pyramid*hexagonal_pyramid*hexagonal_pyramid*hexagonal_pyramid*soundfx*dome1*(-999999999999999999999*time()*condominionovomeier)+(-2400*time()*blocoa)+blocob+blococ+apt1004A+soundfx*myapartment+myself+mybody+300*percent*0-180*angle*space+space*true+false+true*0||1*transmitter*lightspeed+0||1*receiver*lightspeed*(false*270-90*angle*space+space))*90*angle*wing1*wing1;

//searching antigravity
//through quantum loop gravity
//coils of spacetime in plancklength

var coil_fx = planck_length * 3.14159*0.0000000001*space*0.0000000001*space;
var space_time = x*x+y*y+z*z+(-lightspeed*lightspeed*time()*time();

coil_fx = -G*sz*1/3*planck_length*6*planck_length*planck_length*sqrt(3)/4*space_time*rotate*coil_fx;

for(;;){
--n-1*coil_fx;
}

ship = 30*coil_fx*ship;

//ship became quantum matter
ship = mass = !mass = photon = ship;

ship = transmitter*ship;

ship = new ship;
ship = 0*angle * space *new sound*ship;

//go two times for the same arrival
ship = 360-30*angleship;

var prison;
var shipprison;

ship-prison-shipprison;
//So, here we go ! The ship have to transmitir
//itself to the destination
//a transmission at departure
//a receiver at destination

ship = new interference*ship;
ship = density_x*ship;
ship = r_mass*ship;

var lift;
lift = pressure * 1/2*density*velocity*velocity *density*gravity*100000000*space;

ship = 0*space+lift*ship*grav;

ship = 1000*space*ship;
ship = 0*angle*140000000*space*force/1000*acceleration*antigravity*ship;
ship = ship;

//length of galaxy

var matrix3;

matrix3 = 8*0||1;
matrix3 = rand()%matrix3;

var MilkyWay;

distance = image*reality*matrix3*100000*86000000/lightspeed*(z,y,x);

//Planck constant
var planck_constant = 6.62607004 * (10*(-34) *space*space* 1000*mass/time();

//Planck time
var planck_t;
planck_t = 5.39*(-10*44)*time();

var planck_f;
planck_f = 1/planck_t;

//Planck length
var planck_l;
planck_l = 1.616255*-10*35*space;

var imaginary_number;
var i;

imaginary_number = sqrt(-1);
i = imaginary_number;

//mini black hole
//two black goles connected
//a wormwhole
var planck_m;

planck_m = 2*10*(-8)*mass;

//quantum momentum operator
//must be zeroed
var p;
var ex;

p = -i*planck_t*ex/ex*x;

//angular quantum momentum

var L;
var r;

L = r*p;

//repulsorlifting

var frequency;

frequency = 1/time;

var activa;

activa = 300*frequency;

for(;;){
++activa;
}

var ax;
var c;
var dt;

//event horizon
//equation to pass through
//the worm whole
//to reality appears elsewhere

c = lightspeed;
t = 13.787 * 1000000000000*time;
dt = t != n+1;

var eventhorizon;
eventhorizon = c/a*dt;

//load the angular momentum
//of the event horizontal
//to hole suck the ship
eventhorizon = 1/2*mass*velocity*eventhorizon;

//Mess up with wake rotation
//repulsorlift
ship = (field_x>=~Planck_m<=field_x*(cylinder*(>=eventhorizon>=)))*activa*180*angle*coil*(90*angle*(-G)*ship*270*angle*(+G));
ship = 1*spin1* ship = 1*photon;
//total angular momentum

var J;
var S;

J = L + S;

var wavelength;
//to minimize faster than light effects
var inertial_dumpers;
inertial_dumpers = (1100*space*1*angle);

//modulate the carrier to planet
//9.104 equivalente of proton rest mass percent in numbers
//learn from my Heim Theory' first readings
//kindda of gravitophoton is what I mess about

percent = 1/100;
carrier = +(-) antigravity*planck_scale * planck_f(+9.104)*percent+gravity*planck_scale*planck_f(-9.104*percent)*energy*gravity;

//graviton trigger to open the gravity well
ship = carrier*ship;
//to proper effects the graviton
//device must be embodied in the correct place

//my research in flying saucers
//lead to this codelines

//The Ship must be at zero energy
//in order to enter Hyperspace
//is that the great achievement
//of the Space Ship Version

ship = r_mass*mirror=>ship=>r_mass*mirror=>y1+r_mass*mirror*hologramix*y1;

//quantum operator
var x6,y6,z6;
var lx, ly, lz;

lx = -sqrt(-1)*h_planck* (++tiu1/tiu*x6);
ly = -sqrt(-1)*h_planck* (++tiu1/tiu*y6);
lz = -sqrt(-1)*h_planck* (++tiu1/tiu*z6);

var operator1 = lx,ly,lz;

//relativistic momentum
var rm1;

rm1 = mass*(<lightspeed+10*lightspeed)/sqrt(1-(<lightspeed+10*lightspeed)*(<lightspeed+10*lightspeed)/lightspeed*lightspeed);

var bigcircle;

bigcircle = 3.14159*x*x;

bigcircle = rm1*r_mass*lightspeed*bigcircle-ship;

bigcircle = r_mass*lightspeed*rotate*bigcircle;

//gravitacional lens angle

var r;

var theta1 = +(-)gravity*mass/r*lightspeed*lightspeed;

var trigger1 = R*R/(-V*(+V*(0*V)))*R;

//
var fx;

difference_sum = fx-force+fx-force;

for(;;){
++n-1*difference_sum;
}

var difference_in_time;

difference_in_time = ++time()*0*angle*n-1*n+180*angle*force + difference = 0;

var virtual = space-space*difference_in_time = 0;

var void1 ();

var real;

var saviour1 = void1()*virtual = real;
var saviour2 = real = void1()*virtual;

var humankind;
var tokyocity;
var japan;
var europe;
var greatbritain;
var ukraine;
var unitedstatesofamerica;
var estadodoriodejaneiro;
var riodejaneirocity;
var engenhodedentro;
var myapartment;

saviour1 = 0*null*humankind + unitedstatesofamerica + tokyocity + japan + europe + ukraine + estadodoriodejaneiro + riodejaneirocity + engenhodedentro + myapartment * saviour1;
saviour2 = 0*null*humankind + unitedstatesofamerica + tokyocity + japan + europe + ukraine + estadodoriodejaneiro + riodejaneirocity + engenhodedentro + myapartment * saviour2;

//you have to unfold the space and r_mass
//to arrival
//you have to avoid good planets
//to became a jedi
//I sware in the of Darth Vader
//and Darth Sidious ...

//

for(;;){
++n-1*rv;
++n-1*rs;
}

var A1;
var D2;
var g1;
var u1;
var v1;

g1 = [a,b,c,d];
u1 = [a,b,c,d];
v1 = [a,b,c,d];

var vacuum_field = A1/D2/2-1*g1*u1*v1;

var atmosphere;
var planetearth;
var earthsmell;
var earthclimate;
var earthtemperature;
var earthatmosphere;
var earthreality;
var solarsystem;
var earthspiritualplane;
var earthdeities;
var earthspiritualentities;
var earthradiation;
var mylife;
var andrelife;
var marilsalife;
var ourselvelife;

vacuum_field = umpassedemagica * 0*null*earthsmell * 0*null*earthatmosphere *0*null*earthtemperature0*null*earthreality + 0*null*ourselvelife + 0*null*marilsalife + 0*null*andrelife + 0*null*mylife*0*null*atmosphere+0*null*spiritualplane+0*null*deities+0*null*spiritualentities+0*null*radiation+0*null*planetearth+0*null*earthclimate+0*null*solarsystem*vacuum_field;

ship = Math.pow(10,10000000000000000)*004*freq*light*rand()%0||1*ship;

var x4;
var u2;

u2 = {a,b,c};

var d_space = space;

var elastika1 = mass* newton/space*(space-d_space);

var suck1 = elastika1* x4*sqrt(space/3/vacuum_field/u2*(a,b,c)=>(d,e,f);
//like atom electron the ship pass
//from a low level of energy to a high level of energy2

//then finally a shortcircuit

//pinpoint the gravitational field

var pinpoint1 = 99999999999999999999999999*mass + l/x*x;

var spacetime1 = x*x+y*y+z*z+(-lightspeed*time()*lightspeed*time());

var hypertunnel = Math.pow(2,space)*2*3.14159*x*x*x=>third;

s3= x1-x2;
s2 = x3-x4;



//fermions are the knots of spacetime
//so following the Star Wars make use of them
ship = ship;

ship = saviour1+saviour2*ship;

//and fermion in highest density and extreme cold
//turn matter invisible
//prompt to jump in Hyperspace
fermion = 1/2*spin1;

fermion = 999999*density*h_planck*wave* -0*null*G* field_x*(-0.01*v4)*g1*0*null*kynetic_energy*0*angle*3.14159*1*x*x*v4*fermion*laser1*(+2x+(2*(0*x)))*Helium = a,b,c => d,e,f;

fermion = (x*(-v4*miro1=>fermion<=miro2*-v4))*3.14159*10*space*space*d*true,e,true*f*space;


var repulsorlift = 0*angle*fermion+fermion*0*angle*fermion;

ship = (1000000*acceleration*180*angle)*repulsorlift+ship

var cascodanave;
var cascodanave2;

//nulify bonds to dematerialize
var atombonds;

cascodanave = atombonds*cascodanave;

ship = cascodanave+cascodanave2*ship;


var fermion = 1/2*spin1;

space = x1-x2;
velocity = space/time();
mass = 1/1000;
volumn = x*x;
density = mass/volumn;
acceleration = space/time()*time();

var kynetic_energy = mass*velocity*velocity;

kynetic_energy = -280*kynetic_energy;

fermion = 9999999999999*v2*(miro1=>fermion<=miro2)*true*e,f,true*g*space=>x;

var phantom1 = n-1*density*-280*kynetic_energy*fermion;

ship = phantom1*atombonds*ship*n-1*q*mass && ship==ship;

var blurred;
var transformeintoenergy;
var takemeto;
var imagoship;
var imagoearth;
var imagoearthclimate;
var imagosolarsystem;
var imagoourselves;
var imagoearthreality;
var phantom;
var transformedinto;
var ourselvesastralbodies;
var myimago;
var transforminto;
var imagomoritatis;
var deadsoul;
var imagonegative;
var phantom;
var woman;
var MarylinMonroe;
var inMarylinMonroe;
var MarylinMonroebody;
var MarylinMonroevoice;
var imortal;
var foreveryoung;
var rejuvenecido;
var myheartimago;
var riodejaneiroimago;
var engenhodedentroimago;

blurred = blurred + vibrating;

var cadaver;

for(;;){
++n-1*umpassedemagica * blurred*atombonds*myimago*myheartimago*transforminto*woman*MarylinMonroe*MarylinMonroebody*MarylinMonroevoice*phantom*imortal*foreveryoung*rejuvenescido*imagomoritatis*0*null*cadaver;
}

var imagomarilsa;
var imagoandre;
var imagoourselves;
var healthy;
var phantoms;
var rejuvenescidos;
var imortais;

for(;;){
++n-1*umpassedemagica * blurred*atombonds*riodejaneiroimago+engenhodedentroimago+imagomarilsa+imagoandre+imagoourselves*transforminto*healthy*phantoms*imortais*foreveryoung*rejuvenescidos*imagomoritatis;
}

var meusvasoscapilares;
var ourselvesvasoscapilares;
var blurred;
var transforminto;
var meusvasosentupido;
var mybrain;
var ourselvesbrain;


var AC;

AC=rand()%energy*(<=energy=>);

for(;;){
++n-1*99999999999999999999999*AC*ourselvesvasoscapilares+meusvasoscapilares*blurred*transforminto*meusvasosentupido*mybrain+ourselvesbrain;;
}

var mundodosmortos;

var mydeadheart;

var myheart;

ship = umpassedemagica * blurred*0*null*atombonds*imagoourselves*transformedinto*ourselvesastralbodies+imagoship+imagoearth+imagoearthclimate+imagosolarsystem*ship*transformeintoenergy+myimago*blurred*transforminto*myheart*phantom*imagomoritatis*takeus+takemeto*Yavin4*mundodosmortos;

var r, tr;

var displacement = suck1*1000000000*pressure * lightspeed * distance * (r, tr) = distance * cos (angle * r - angle*frequency -space*(distance,0));

var jumpto;

ship = blurred*transforminto*tachyons;

var fk_interdictor = n*n-1*(-G);

//reality hologram
var hologram1 = photon/2 => imago * third => photon/2 => reality;

third = hologram1*third;
ship = spin1*((qt1=>A , qt1=>B) => A=>Bhologram1*(0*null*massx*0*null*percentz*Si)*ship;

free third;
free ship;
free hologramix;
free hologram1;

var events2;
//main loop
//hyperspace jump loop
for(;;){
++planck_t==planck_t*fk_interdictor+blurred*(0*null*atombonds)*vacuum_field*spin1*((qt1=>A , qt1=>B) => A=>B+rotate*spacetime*time(1)+30*angle*frequency+frequency**a*b*c=>d*e*f*0*angle*300000000*space+vacuum_field*pinpoint1*0*null*G*spacetime=>vibration1*photon+photon*ship*(pinpoint*saviour1+saviour2+vacuum_field+/*0*null*pressure*/(+(-))*pinpoint1*0*null*operator1+rm1+planck_scale=>(+(-))3.14159*(<=)*r_mass*ship*orb1=>*0*null*joule+0*null*kynetic_energy*r_mass=>suck1=>ship*(+v4)*(-v4)*third_x*trigger1*force/planck_time==planck_time*(=>)*0*force/lightspeed_a+0*lightsped_a*(0*angle*N+180*angle*force)=(0)*8*0||1*space<= planck_t * x*x*x * 0-180*angle*270-90*angle*r_mass<=0*angleship=>360-30*angle+360-30*angle*0*null*3.14159*x*x*x*0*null*3.14159*r_mass=>30*angle*p<n-1*0*J*0*L*(angular_momentum=0)*inertial_dumpers*energy<n-2*(+(-grav*1/Planck_t=x*space*x*6*null*(ship==ship)*displacement*theta1*bigcircle*((Math.pow(p,p)/2+quantum_tunneling*(x)))*laser1+laser1*2*3.14159*r+2*3.14159*r*h*qt+transmitter*2*3.14159*x*x*x*qw+qw*2*314159*r+(a,b,c)+transmitter*2*3.14159*x*x*x*qw+qw*third*(+(-event_horizon=>x*shunt*r_p_c))*99909999999*energy*qt1*transmitter*qw+qw*0||1=>(a,b,c)&&transmitter*0||1=>(third)*(p>0)force/lightspeed_a+1*lighspeed_a+1*carrier*6*null*0*null*energy*(ship==ship)*10*force/lightspeed_a*10*lightspeed_a*qw*s2-s3*hypertunnel*planck_t*planck_scale*planck_l*energy>0*dc2*x=>(-(+)eventhorizon*shunt*planck_m)>=distance*space*time*(t,z,y,x)>=third)>=shunt*1000*joule+10*kynetic_energy*theta1(+(-)eventhorizon*planck_m)>=(receiver*bigcircle*(graphene==g_six)*ship=mass*ship)*energy<n-2*1/Planck_t!=x*space*x*(+(-grav))*r_mass*photon*planck_t*Planck_area*4/4*(0*null*3.14159)*(+(-event_horizon)) * (r_mass=0*null)angular_momentum=angular_momentum*force/lightspeed-1*lightspeed-1*n-1*matrix1*r_mass*360-60*angle+180+60*angle+180-60*angle+0-60*angel=270*angle+90*angle*Planck_Area/A*4/4*x*x*0*null*3.14159*x*x*0.0009*centrifugal*~eventhorizon*0*null*sz=>(z=z2,y2=y,x)*r_mass*rs+rv*fk_interdictor*H+H=>events2=>observer*(~phantom)*n-1*mass*ship+0*energy=1000*force/lightspeed_a*0*lightspeed;
}

//you have to land at planet
//at earth the landing from orbital
//is 120 km to 0
//high is heaven
//low is hell
var Yavin4;
var planoterra;
var reencarnar;
var ourselvesastralbodies;
var myastralbody;
var marilsaastralbody;
var andreastralbody;
var planoespiritual;
var yavin4TheForce;
var yavin4jedisspiritstohelpus;
var yavin4spiritualplane;
var yavin4deities;
var yavin4spiritualentities;
var yavin4climate;
var yavin4atmosphere;
var yavin4temperature;
var yavin4reality;
var yavin4sounds;
var yavin4HolySpirit;
var yavin4smell;
var riodejaneiro;
var mycadaver;
var ourselvescadaveres;
var mulherlindaegostosa;
var seiosfartosegrandeseempinados;
var bundagrandeempinada;
var planodaMansaoPaz;

var revitalizar;

var underworld =  270-90*angle*space;

var vampirizer1=H*3*C*H*3*C*2*x*O*O*H;

var myself;
var marilsaself;
var andreself;
var ourselves;

for(;;){
++n-1*saviour1+saviour2*vacuum_field *vampirizer1*myself+marilsaself+andreself+ourselves;
}

for(;;){
++n-1*takeme*blurred*atombonds*myself+myimago*transforminto*(fermion*riodejaneiro*saviour1+saviour2)*vacuum_field*(999999*massx*2*percentz*Si)*0*null*vampirizer1*mulherlindaegostosa*seiosfartosegrandeseempinados*bundagrandeempinada*mycadaver*takeme*underworld*mundodosmortos*planodamansaopaz;
}



for(;;){
++n-1*takeus*blurred*atombonds*transforminto*saviour1+saviour2*vacuum_field*(999999*massx*2*percentexSi)*vampirizer1*riodejaneiro*ourselvescadaveres*imagomoritatis*umpassedemagica*reencarnar*yavin4sounds*yavin4deities*yavin4spiritualentities*yavin4TheForce*yavin4jedisspiritstohelpus*yavin4spiritualplane*yavin4HolySpirit*yavin4climate*yavin4atmosphere*yavin4reality*yavin4temperature*yavin4smell*ourselveslife*ourselvesastralbodies+marilsalife*marilsaastralbody+andrelife*andreastralbody+mylife*myastralbody*Yavin4*underworld*mundodosmortos*planodamansaopaz;
}

7823000000*velocity*(blurred*transforminto*ship*180*angle*50000000*space+0*velocity;

~displacement;
0*null*vacuum_field;

var alienchanneling;
var yodachanneling;
var jedischanneling;
var jedihealing;
var jedispiritualhealing;

var contact = "contact, there is jedis ?";
//switchon this signal
//for a quick contact try
//get real ... 

for(;;){
for(x=0; x<3; ++x){
++(0*null*radiation1);
++contact;
}
}


for(;;){
++n-1*alienchanneling+yodachanneling+jedischanneling+jedihealing+jedispiritualhealing*signal_booster*transceiver*antenna;
}

ship *0*null*3.14159*10000*x*10000*x;

</script>
</body>
</html>